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The Fordham community is, in many ways, 
centered on technology. This year has seen a 
large increase in online gaming such as World of 
Warcraft, X-Box Live and the like. Even those 
students who do not rush home after classes to 
play on their new Wii can raise their voices in 
protest when they find they cannot get onto the 
Internet. The voice of the student body, when it 
comes to technology at Fordham, has been loud 
but often unheard. That's where Tech Sense 
comes in. Once a month, we will provide read- 
ers with the very latest in game reviews, hard- 
ware and software profiles, plus information 
about what's really going on around campus 
with regards to technology. Also, with the hol- 
iday season hitting earlier every year, we're 
sure you have already started your annual 
search for the perfect gift. Feel free to use this 
first issue of Tech Sense to give you some fresh 
new ideas. 

Why a separate publication? The need for 
one separate entity devoted specifically to this 
cause is obvious on campus. Articles are written 
not on the level of a technologically savvy read- 
er but on that of an everyday reader so that each 
student can come to understand more about 



technology. With one source for all information 
comes a convenience and ease for readers that 
currently does not exist on campus - Tech Sense 
is the solution. 

Some articles that we have planned for the 
future will include updated Q&A with the 
Information Technology department, more tips 
on obtaining free or low price software outside 
of piracy, debates over the supremacy of the PC 
or Mac, how computers and the rise of technol- 
ogy have affected society (positively and nega- 
tively), what to look for/avoid in purchasing a 
new computer, updated video game and hard- 
ware reviews and many more. Interested in 
something not listed here? Email us or, better 
yet, join Tech Sense and help us fulfill our com- 
mittment to bringing complex technology down 
to a student friendly level - and having fun in 
the progress. 

Because Tech Sense is just beginning, your 
feedback is especially appreciated. Do you have 
something you would like to see reviewed? 
Questions you want answered? 

Please send your questions / comments to: 
nyTechSense@gmail.com and look for our next 



All of the biggest technological inventions created by man - the airplane, the 
automobile, the computer - says little about his intelligence, but speaks volumes 
about his laziness. - Mark Kennedy 

This Issue 

Fordham Internet 3 



Ratings Guide 

10 Perfection or close to it 



I 



9 Exceptional with minor flaws 

8 Great, requires some changes 

7 Good but could be better 

6 Slightly above average 

5 Average, nothing special 

4 Only for hard core fans 

3 Little could justify a purchase 

2 If you really hated the person ... 

1 Your precious time was wasted 

Note: Reviews are not overall averages 
but are instead based on the individual's 
personal preference. To the reviewer, 
some features may be more important 
than others and will be weighted higher. I 
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HDTV/BluRay Comparison 9 
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Contact us at 
nytechsense@gmail.com 
with your thoughts, ques- 
tions and suggestions 
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Building a Better Network 

Fordham IT discusses the technological problems on campus as well as their solutions 



It was 110 degrees in the freshman dorms 
on move-in day, 2004. Anticipation about 
meeting the roommates that first time and final- 
ly ditching the 'rents was high. One minute you 
are a normal Fordham frosh; the next minute, it 
leaks out that you have some sort of insider con- 
nection to the Information Technology (IT) 
Department, and your life as you knew it has 
vanished. In my first days as a Fordham stu- 
dent, I was made aware of the technology ques- 
tions and shortcomings going unanswered 
among my peers living in Fordham's dorms. 
The lack of communication that exists between 
IT and the student body is no secret — nor, 
however, is it the fault of any one party. The 
lack of a proper venue for feedback is the real 
culprit here. I spoke with Director of Networks, 
Mark McNeil, about some of the most com- 
monly-raised issues he was aware of around 
campus. 

So, what is the current "big issue" on 
Fordham's campuses regarding technology? In 
short, predicting problematic situations even 
before they occur would be the ultimate, albeit 
almost insurmountable, goal. However, differ- 
ent parts of the school have different needs. As 
of right now. Rose Hill students experiencing 
quite a bit of lagging and downtime can look 
forward to increased allotted bandwidth, hope- 
fully improving quality of Internet access. 

Awesome! ! I can't wait to start download- 
ing free tunes off Limewire again! ! Not so fast. 
With increased bandwidth comes increased 
responsibility (or something like that). Peer-to- 
peer and file sharing programs not only clog up 
the network but also put Fordham's staff mem- 
bers in a pretty tough legal position. These pro- 
grams are blocked for these reasons, and 
although there are a few enterprising persons 
who proudly maneuver around the system, the 
Recording Industry Association of America 
(RIAA) and the MPAA warns Fordham's tech- 
nology administrators — often several times a 
week — that all universities must do as much as 



possible to stop all file sharing traffic. 

And what about that online gaming issue? 
Do not fear! A plan to put online-reliant hard- 
ware and software such as X-Box Live, Wii and 
World of Warcraft onto the network is already 
in the works. Based on the procedures of other 
colleges and universities, Fordham's policy will 
be an allowance of individual, registered MAC 
addresses onto the network. You will be 
instructed to contact a call center where your 
console will be approved and registered for net- 
work access. 

So the question is, even if the school says 
it is generally aware of some discontent on- 
campus, what can you, as a student, do to feel 
that you are doing everything possible to help 
the IT department help you? Organized feed- 
back is the number one greatest help you can 
provide, McNeil says. When network outages 
occur, probes are set up to emulate student 
activity on the network and try and pinpoint 
symptoms. These symptoms will direct techni- 
cians to the problem area so it can be corrected. 
However, the Internet can be used in an infinite 
amount of ways that "often cannot be imitated 
by probes alone." Without user reports, there 
are only graphs of data to be examined. McNeil 
also announced to me some plans for "commu- 
nity meetings," involving representatives from 
other departments, including students. These 
meetings are designed for targeting areas of 
need on campus and turning over a quicker 
response time. 

So feel free to call or e-mail when there is 
an issue, as many times as the issue occurs. 
Unfortunately, however tempting it may be to 
ask questions such as "why does Fordham 
Internet suck," such questions and comments do 
not put meaningftil pressure on the IT depart- 
ment. In order to remain a successful universi- 
ty, Fordham must respond to the student body, 
who in turn must be willing to do their part in 
diagnosing specific weaknesses in Fordham's 
network. - AC 




Do's& 
Don'ts 







The friendly technicians at the 

Helpdesk are one convenient 

phone call or e-mail away, but 

remember these do's and don'ts: 

DO: 

- call if you have forgotten your 
e-mail username or password 

- let us know when there is a 
network outage on the floor in 
your dorm or building | 

- include vital information in 
your call, such as location, time 
the problem began happening, 

and how we can reach you 

again if more information is 

needed. 

DON'T: 

- call in the case that you do 
not like your e-mail username 

and wish to get it changed 

- be excessively demanding, 

impatient or rude | 

- tell us you think you should 
have your technology fee 

refunded I 

helpdesk@fordham.edu 
x3999 I 

reporting nothing will fix just as much 
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Tune in to Internet Eadio 



When someone mentions the word "radio" 
in a conversation, the first thing that comes to 
mind are probably rickety old boom boxes from 
the days of yore. To get a clear signal, one 
would need to constantly adjust the antenna, 
often risking life and limb to get some decent 
reception. Even then, the only thing that would 
come through the radio would be a few songs, 
littered with ads or terrible radio personalities 
trying a bit too hard. Well, it isn't the 1990's 
anymore and things have changed. The radio 
has been split into many different categories. 



the three major ones being terrestrial radio (the 
traditional radio), satellite radio (like XM or 
Sirius) and Internet radio. So what is Internet 
radio? The simple answer is this: audio 
streamed or downloaded from the Internet onto 
a device or client that is capable of playing said 
audio. Unlike terrestrial radio or satellite radio, 
Internet radio has taken up many different 
forms. In the following guide, I will show you 
ways to enhance your audio experience through 
new ways of hearing radio like you have never 
thought of before. - PT 
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Pandora 



Pandora is a creation of the The Music 
Genome Project, a group of musicians, profes- 
sors and professionals who listen to music and 
categorize it by choosing from a list of 400 dif- 
ferent attributes dubbed genes. To use Pandora, 
one enters in a song title or artist into the 
Pandora website, which then search its data- 
base for similar music and plays it. Users then 
have the ability to give songs a thumbs up or 
thumbs down, which helps the system better 
choose future musical selection. The service is 
100 percent free to all users, all long as you 
don't mind suffering through some ads on the 
webpage. Otherwise, a user can pay a reason- 
able fee of $36 for an entire year or $12 for 



three months — a relative pittance compared to 
the likes of XM or Sirius which can cost hun- 
dreds each year - and eliminate advertisements 
altogether There are, however, certain limita- 
tions to Pandora: for one, because of copyright 
issues, you are limited to six skips per hour and 
playback of a particular artist is limited. Also, 
the service doesn't have as large a collection as 
iTunes and certain genres, such as classical 
music, are unfortunately absent. Thankfully, 
Pandora's recommendation system and data- 
base is being constantly updated to expand its 
database and increase its accuracy. Finally, 
though this should hardly be a problem for most 
Tech Sense readers, it should be noted that 
Pandora is a strictly US application and thus 
cannot be used by people of other countries. 



Pete's Podcast Picks: 

Diggnation 

lUP Yours 

ITConversations 

BusinessWeek Cover Stories 

Adam Curry's Daily Source 

Tlie Traveling Morans 

Engadget 

Ask a Ninja 

dl.tv 

NPR:Wait Wait...Don't Tell Me! 

Check iTunes for these and more 

While the first Podcasts were made avail- 
able in 2003, they did not explode and become 
massively popular until 2005. Now everyone 
and their mother has a podcast for his or her 
blog. In layman's terms, a podcast is just an 
audio file, usually in the form of an MP3, which 
can include talk about anything from what is 
happening in a person's life to neurological 
developments. The file can either be down- 
loaded individually on that particular site or a 
podcast client, such as iTunes, can be used to 
aggregate the RSS or Atom feeds and automat- 
ically download the files whenever a new pod- 
cast is posted. A podcast has traditionally been 
talk radio but has since branched out to include 
hundreds of different categories from speeches 
at conferences to lectures from professors, from 
video clips of all sorts to mash-ups of any kind. 
There are thousands different podcasts for even 
most discriminating listener 

With the lowering costs of high speed con- 
nections and wireless networks becoming more 
and more prolific, access to the Internet is 
becoming more and more available. This access 
has changed the fundamental ways used to com- 
municate and has perhaps made older technolo- 
gies, like terrestrial radio, all but obsolete. I 
hope this guide aids your search for new music. 









Mercora 

With the explosion of Web 2.0 technolo- 
gies, such as Facebook.com and MySpace.com, 



everything on the Web feels the need to add 
social networking abilities to it, including 
music. While Mercora was there before either 
Facebook and MySpace, it has not made quite 
the splash that the other two did, despite being 
just as revolutionary. In short, Mercora is a 
music client that gives users the ability to start 
their own radio stations. All you have to do is 
add music from your library, and queue it up on 
any of five different channels. Then, anybody 
can tune into your station using either the client 
Mercora IMRadio or through the web interface 
at mercora.com. If you don't feel nor want the 
hassle of queuing up music, Mercora IMRadio 



does it all for you, playing music automatically 
from your library. Mercora also allows user to 
join social networking groups, chat with other 
individuals, and hopefully find out about differ- 
ent types of music. 

Learn More: 

www.pandora. com 

www.mercora.com 

www. apple . com/itunes 
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Headphones: What to buy and 
why you should buy them at all 



It's tempting to assume that part of the lat- 
est MP3 gadget's rather hefty price tag goes 
toward satisfying your ears' desire for moving, 
groove-provoking bass, an articulated midrange 
and crisp yet not harsh treble, but the unfortu- 
nate norm is that manufacturers' concerns end 
at the headphone jack. For those interested in 
actually hearing their player's full potential, 
buying another set of headphones or earbuds is 
almost always the only option 

Though just about all college students pro- 
claim a devout love of all things musical, most 
have little knowledge of just how much the 
hardware they listen on affects their aural 
enjoyment. If you just spent $300 on an iPod or 
Zune, you owe it to yourself to spend a fraction 
of that purchasing some better headphones. 
Therefore, to help enlighten the Fordham com- 
munity and quite simply enhance the listening 
experience of all, Tech Sense would like to out- 
line a few affordable headphone suggestions to 
consider this holiday season. 

Koss KSC75 - The Best Value in Music 

An unmistakable and unbelievable step up 
from the awful stock earbuds that come with 
most MP3 players, the KSC75s offer a fuller 
soundstage with more defined bass. True 
audiophiles (the ones who drop a couple 
Benjamins on headphones without batting an 
eye) may balk to call these cans a truly hi-fi 
experience but even the least discerning listen- 
ers will notice how much better and more 
detailed these sound than pack-in headphones. 
This Koss pair features a reasonably lengthed 
four- foot cable - perfect for tall people yet still 
unobtrusive for those other heights - that ends 
with a durable angled jack. Quite simply, these 
phones produce an indescribable "wow" feeling 
of hearing music again for the first time - you 
can feel the bass without it being overpowering 
or fatiguing and the upper frequencies are repli- 
cated with surprising accuracy for such a rea- 
sonably priced product. On the negative side, 
the KSC75s are open clip-ons so they look a bit 
goofy, might fit uncomfortably for those who 
wear glasses and offer little sound isolation. If 
you can live with these minor qualifications and 
don't mind sporting something a little more 
conspicuous than some earbuds, do not hesitate 
to pick these up. Best of all, unlike most decent 
headphones, they can usually be found for 
around $15 with free shipping onAmazon.com. 
-PR 
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Sennlieiser HD555 - SlOO-150 



Sennlieiser HD555 - Tliey Also Make 
Good Earmuffs in the Winter 

Okay, okay. So you're not going to look 
like you just stepped out of an iPod commercial 
wearing these full-sized headphones. Then 
again, you probably aren't dancing spastically 
on your way to class either - and even if you 
were, the Sennheiser HD555 headphones would 
hang on better than Apple's trendy-but-crappy 
earbuds. The HD555s are a superb choice - they 
fit snugly and comfortably, even for long peri- 
ods of time, because instead of pressing on the 
ear, they fit around it with soft velour pads. The 
next time you listen to a pair of freebie earbuds, 
try pressing them gently towards the inside of 
your ears. If you notice that they suddenly 
sound better while being held in this snugger 
position, know that good full-size headphones 
will never require extra help from your hands to 
perform at their best. You'll hear every element 
of what you're listening to without ever touch- 
ing the HD555s. However, they won't artifi- 
cially inflate the bass or any other element of 
the sound, so be sure to adjust your EQ if you'd 
like some extra kick or sparkle. Also, if you're 
trying to escape your roommate's thrash metal, 
you'll have to crank up the volume; the HD555s 
are partially enclosed with a rigid mesh for ven- 
tilation and to prevent echoes, so they won't 
completely isolate you from the rest of the 
world. They do have plenty of power, however, 
because of their high efficiency - when con- 
nected to the same iPod, they are significantly 
louder than Apple's earbuds at the same vol- 
ume. So, if you see me walking around campus 
wearing huge headphones, just remember that 
my music sounds awesome and that, well, they 
make really good earmuffs in the winter - JM 



Sony MDR-EX71SL Fontopia: A Cheap 
Alternative to Stock Headphones 

The Fontopia are an In-Ear type of phones, 
which is also known as canalphones. The ulti- 
mate purpose behind a canalphone is that it is 
supposed to isolate ambient noise by sticking 
earbuds, in the form of silicon or foam, in your 
ear to block out as much noise as possible. The 
Fontopia canalphones from Sony are some of 
the least expensive pairs available. 

Getting used to sticking something in your 
ear is an adjustment. Sony helps in this experi- 
ence by including different sized pieces of sili- 
con tips in the form of small, medium and large. 
Using these headphones, I could hear parts I 
would have never been able to with the stock 
earphones. The slight static sound went away; 
the beats became more pronounced and distinct. 

The Fontopia creates very clear and crisp 
sounds with a slight artificial bass sound. 
Although the sounds were great, it didn't seem 
to "pop" and have enough energy and seemed 
very one-dimensional, but changing the equal- 
izer changed all that. My main complaint is that 
you can hear the jostling of the wire as it hits 
everything from your clothes to your bag. 

The Fontopia comes with a behind the neck 
design, where one side (in this case, the right 
side) is longer than the other side. I do not know 
who thought up of this first, but it was definite- 
ly something to get used to. Another minor 
annoyance is the length of the wire, it is either 
too short or too long. The Fontopia comes with 
an 3.3' extension cord as an add-on to the 1.5' 
default length, so combining the two creates a 
monster of a wire nearly five feet long. 

Now for the ultimate testilistening on the 
subway. So how good are they at isolating 
ambient noise? I am happy to say that it does it 
very well. Riding on the noisy B or C local 
train, I had to turn up the volume a bit, but once 
I did, I was able to filter out most of the noise 
from the trains. So it passes the subway test. If 
you are looking for a cheap alternative to those 
stock 'phones that come with your DAP, I 
implore you to consider buying the Fontopia. 
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Paul: For our review of Guitar Hero II, Pete 
and I decided tliat the only way to convey the 
full experience of this epic game was to stage an 
all-out musical battle. At 5:12 p.m., Saturday, 
December 2, this war began. The rules were as 
follows. We would play a best of seven match 
in the game's new Face-off mode. Since this 
rocking sequel allows players to play on sepa- 
rate difficulty levels, I, being the more experi- 
enced Hero, would play on Hard while Pete, a 
noob if I ever saw one, would play on Medium. 
We used rock-paper-scissors to see who would 
choose the first song and, with my paper domi- 
nating his rock, I selected Nirvana's "Heart 
Shaped Box" from the near seventy song selec- 
tion and kicked off the contest. 

Nirvana: "Heart-Shaped Box" Nirvana 
Paul 1, Pete 

Pete: With guitar in hand, I was ready to 
rock out. For people who don't know what 
Guitar Hero is, it is a game where players 
attempt to "play" various songs on a pseudo- 
guitar instead of a traditional controller. As col- 
ored notes(Green, Red, Yellow, Blue, or 
Orange) scroll down the screen, each player has 
to hold down that respective color or colors and 
simultaneously strum the fret button. 

Paul: Since Pete is clearly stalling by 
explaining the mechanics of the game, I'll get 
back to the real topic at hand here - the battle - 
which is to say that I kicked major ass in the 
first stage and quickly took a 1-0 lead. It was 
Pete's turn to pick a song and suffer another 
embarrassing defeat. 

Megadeatli: "Hangar 18" 
Paul 1, Pete 1 

Paul: Now, before Pete comes in here and 
starts spouting some hubristic buUcrap, let me 
explain why I lost this time. Midway through 
the song, I was up by a good 20,000 points 
(read: Pete was cooked) and coasting my way to 
a 2-0 lead in this competition. Then, out of 
nowhere, Pete screams out "Come on, Pete!" 
and begins referring to himself in the third per- 
son. I was shocked, appalled, and totally dis- 
tracted for the rest of the song. I'm not making 
excuses and I'm not making this up. Come on, 
Pete, play fair. 

Pete: I decided that I had to devise a new 



strategy if I was going to tie up this battle; I 
chose a level eight song. Since there are eight 
tiers of songs within the game, with each set 
getting progressively harder, and considering 
that I do pretty well on medium on most of the 
songs, I decided to chose a higher tier song - 
read hard - figuring the song on a Hard level 
was harder than it was on a Medium. I was 
quickly falling behind in the beginning, so call- 
ing up the rock gods to my aid seemed to be the 
only way I could salvage the rest of the song to 
tie up the game. Playing as hard as I can, I took 
the lead midway with a 99 note streak. I held 
onto the lead for the rest of the song to come out 
victorious. 

The Rolling Stone: "Can't You 

Hear Me Knocking" 

Paul 2, Pete 1 

Paul: Now that Pete stopped yelling to him- 
self and let his shredding skills do the talking, I 
picked up my second win of the day. Truth be 
told, it might have had something to do with me 
picking my favorite and most-played song in 
the game, "Can't You Hear My Knocking" by 
the Rolling Stones. Like most of the tracks in 
the Guitar Hero II list, this one's a cover but 
damn if it doesn't sound authentic to my ears. 
Besides, when you're busy rocking/winning, 
you'll be hard pressed to notice the minor dif- 
ferences. 

Avenged Sevenfold: "Beast 

and the Harlot" 

Paul: 2, Pete: 2 

Pete: Holding strong, I came back to tie up 

at 2-2. Sticking to my plan, I picked a higher tier 

song that Paul has not played before. 

Paul: Yeah, which pretty much makes you 
an asshole. Way too pick yet another song no 
one's ever heard of. I guess that makes the loss 
somewhat easier to bare. Kinda. 

Guns 'N Roses: "Sweet Child 'O Mine" 
Paul: 2, Pete: 3 

Pete: Taking the lead at this point would 
give me a large boast of confidence and the lead 
into what may be the final song of the evening. 
But at this point I don't mind if either of us win 
or lose because I am having so much fun. 

Paul: I hoped to regain some momentum 



with this 80s hard rock classic but I ended up a 
bit more Axel Rose than GNR by the end. I 
must say, I have to tip my hat to Pete. 

The Allman Brothers: "Jessica" 
Paul: 2, Pete: 4 

Pete: At this point I had a big enough lead, 
my eyes started to wander and notice the graph- 
ics of the game. While not as bleeding edge like 
Metal Gear Solid or as artsy as Okami, it holds 
its own. The characters in the game are very 
stylized with exaggerated proportions; the 
names tell you something about his or her 
respective personality, such as the punk rocker 
"Johnny Napalm" or metal rocker "Axel Steel". 
The game is littered with subtle caster eggs, 
such as when a note was played correctly, the 
character on screen seemed to hit what the note 
would have been like when played on a real life 
guitar or when missing a long note the crowd 
would yell out "ahh" in dismay. These little 
things contribute to how thought out this game 
is; it is not surprising that Red Octane got 
picked up by big time publisher Activision. 

Paul: OK, at this point it's starting to look 
a bit grim. I'm one song away from losing this 
whole contest and all of Fordham (or the four 
people who read this review) will know about 
it. But somehow, losing is the farthest thing 
from my mind. The game's just too much fun. 
In reality, this song was a seven minute descent 
into second place, but in my head, I got to be an 
Allman Brother for just a fleeting moment. So 
even with victory long since becoming a pipe 
dream, I'm having a blast rocking out. The only 
reason I hate losing so much is that we don't get 
to play a seventh song . . . 

Lynyrd Skynyrd: "Freebird" 
Bonus Redemption Round 

Paul: Or so I thought. Quite simply, I did- 
n't want to stop playing and was hoping to sal- 
vage a smidgen of my reputation so I chal- 
lenged Pete to the only final song truly worthy 
of this feud: Freebird. Pete agreed to play on 
hard if I attempted expert. 

Pete: Quite an end to an epic battle that will 
go down in the history books, of this room that 
is. Playing on hard was even more fun than it 
was on medium. After just about mastering the 
medium difficulty, then rising to the hard diffi- 
culty, it becomes apparent to me that this is truly 
the only way to play this game. Guitar Hero I 
was a great game but Guitar Hero II adds more 
by including the option for each player to play 
on varying difficulties and becoming an equal- 
izer. Guitar Hero II is one of the most immer- 
sive games that I have ever experienced in my 
life is well worth the $80 plus for the guitar con- 
troller and game. If you have a PlayStation 2, 
this game should be bought immediately. 

Paul: I concur. Pete, I challenge you to a 
rematch. 



DECEMBER 7, 2006 



Tech Sense 7 



The Legend 



Gameplay: 9 
Graphics: 10 
Sound: 7 
Innovation: 10 
Replay Value: 8 
System: 



Overall: 

9.0 

Exceptional 



Release Date: 



"ficulty Rating 



Simplistic Moderate Cliallenging 



Years of potential screenshots, message 
boards and circulated rumors came into fruition 
with the release of Nintendo's The Legend of 
Zelda: Twilight Princess, the latest entry in the 
long, fan- favorite Zelda series. Easily the most 
anticipated release for the Wii November 
Launch, Twilight Princess does not disappoint; 
though the game has overused patterns and 
redundancies only dedicated Zelda fans will 
notice, they are small flaws in an otherwise 
exceptional game. 

The story once again revolves around Link, 
our teenage hero in the midst of Hyrule king- 
dom. Link in Twilight Princess is a ranch assis- 
tant serving in Ordon village, where he is well 
liked by many and a role model for children. 
After a brief introduction to the gameplay and 
the completion of small tasks. Link and his 
friends are captured and taken to the mysterious 
land of the Twilight. Once there. Link is trans- 
formed into a wolf and falls under the servitude 
of Midna, this game's equivalent of the fairy 
Navi from Ocarina of Time. The stage is set for 
a long adventure that can range from 35 to forty 
hours with the completion of sidequests. 

Twilight Princess, in addition to most Wii 
launch games, takes advantage of the Wii 
Remote's motion sensitive controls. This game 
utilizes the innovative concept for swinging a 
sword, fishing and shooting. Though the game 
does not inherently need these motion-sensitive 
controls, as exemplified by the pending 
Gamecube release of the same game. Twilight 
Princess nevertheless benefits from the new 
technology, especially with respect to using the 
Hero's Bow. 

Dungeons are long and have creative puz- 
zles that extend far beyond those featured in 
Twilight Princess's ancestors. The game often 
utilizes an approach where a room exists on 
multiple floors and the player has to move flu- 
idly throughout them; in addition. Twilight 
Princess requires the player to use traditional 
Zelda items in new, interesting ways. Several 
items have been revamped and play an 
increased role outside the dungeons in which 
they are received - most notably, the iron boots; 
for many items, this was not the case in previ- 
ous Zelda games. 

The most distinctive feature of Twilight 
Princess is the abundance of dueling, which 




may occur as part of a boss fight, miniboss fight 
or ordinary battles. Players will have to learn to 
dodge and attack creatively and strategically 
while using the motion-sensitive Wii remote to 
its full potential. The artificial intelligence (AI) 
of enemies within a duel is improved as they 
know how to block and dodge accordingly, 
often prolonging what might have been an easy 
fight in previous games. 

Boss battles have also been revamped and 
require a new type of creativity from the player. 
In previous Zelda games, bosses were defeated 
by simply using the item you acquired from the 
current dungeon; Twilight Princess, on the con- 
trary, often involved the combination of two or 
three items, ones often that you would not 
expect to combine. However, this very fact also 
serves as a hint that one of the items required is 
in fact the one you just received - the develop- 
ers compensated for this hint by obscuring how 
said item will actually be used. 

Finally, players will enjoy long, semi-chal- 
lenging puzzles and quests between dungeons, 
which often require the acquisition of a interme- 
diary item such as the slingshot or bombs. 
World travel is reduced by a convenient warp 
ability that is unlocked halfway into the game, 
minimizing the burden that plagued games such 
as Windwaker. 

However, Twilight Princess is not without 
its flaws and patterns intrinsic to the Zelda 
series. First, it is a game of collecting n pieces 
on an object, where n is usually three or seven. 
For example, in A Link to the Past, the game 
was separated by three jewels and later seven 



princesses; in Ocarina of Time, you collected 
three elemental jewels and then unlocked seven 
sages (six dungeons); in Windwaker, you col- 
lected three items, and after a small deviation 
from this pattern, eight pieces of a triforce. 
Twilight Princess is no different, except that the 
total number of dungeons is reduced. Further 
patterns are found in the order of dungeons, 
where it follows the standard pattern of forest, 
fire and water dungeons found in previous 
games; also, once again the item found within a 
water dungeon is the hookshot (in this game, 
clawshot) as expected. Unlike Ocarina of Time, 
you must complete each dungeon in a specific 
order, making the Twilight Princess quest over- 
ly linear. 

Some of the newer items in Twilight 
Princess seem out of place and are not used 
much outside their respective dungeons, while 
the opposite is true for classical Zelda items. 
Some items, such as the Dominion Rod which 
can animate statues, has its use stretched when 
it comes to boss fights. The sense and dig abili- 
ties of Link's wolf form resemble the Lens of 
Truth and shovel from past games, so these are 
not as innovative as they seem. 

However, if one could look past these spe- 
cific technicalities, one would find The Legend 
of Zelda: Twilight Princess to be quite enjoy- 
able. The innovative controls made Twilight 
Princess well worth the wait, despite the poor 
replay value traditionally associated with Zelda 
games. For those who own Nintendo Wii, pur- 
chasing Twilight Princess should come without 
a second thought. - JP 
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The "next generation" consoles finally lived 
up to their names with the releases of 
Microsoft's Xbox 360, Sony's Playstation 3 and 
Nintendo's Wii, most notably the last two. 
While myriads of customers lined up for mini- 
mal quantities of the new systems, few passive 
observants understood what the driving motiva- 
tions behind such strange behavior might have 
been. In truth, much of the technology these 
machines encompass will have a larger effect 
than the average person would expect, explain- 
ing the rising anticipation that these consoles 
bring to newcomers. One feature that distinctly 
stands out from the rest is the motion-sensing 
technology used predominantly by Nintendo 
Wii - the Playstation 3 uses it but to a lesser 
extent - and this feature in particular will 
change the face of gaming massively - not nec- 
essarily in negative ways. 

Sony's controller, the PS3 SIXAXIS, does 
not use vibration due to its interference with the 
motion sensing units. Contrary to early pub- 
lished reports, the controller's sensing is not 
merely limited to tilting; future games will 
demonstrate the controller's full potential. The 
Wii Remote, on the contrary, does use vibra- 
tions while detecting motion; this controller has 
a port for optional add-ons that are also sensi- 
tive, most notably the Nunchaku, which fea- 
tures an analog stick, a separate sensor unit and 
two triggers. The Wii Remote works mostly 
under the concept of pointing as well as linear 
motion, which has been used to calculate the 
speed of a baseball or bowling ball, for exam- 
ple. Controllers for both systems use Bluetooth 
technology to connect to their consoles. 

For a long time prior to the next generation 
releases, the largest single body against the 
heavy use of motion-sensitive technology was 
ironically gamers. Many felt that it would bring 
video games to a lower level demographically, 
marketing mostly to children - a feeling many 
already held about Nintendo during the 
GameCube era. Though the two motion- 
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sensit-ive consoles have not yet existed in the 
United States, their effect is already astounding, 
as the age groups interested in the technology 
has expanded to include children, teenagers and 
adults, distinct generations united under a single 
concept? 

At the same time, many critics expressed 
fears that young children will become even 
more entertained and prone to violence with this 
new form of active participation. Truthfully, 
games do in fact use the technology to simulate 
swinging a sword or shooting a gun; these fea- 
tures were large components of the support 
favoring motion-sensing, much of the motiva- 
tion behind it. However, with psychological 
evidence still not conclusive and the larger 
question of parental supervision and the 
Entertainment Software Rating Board (ESRB), 
these fears have little evidence to support them; 
instead, one should focus more on what this 
technology will do for children, with the results 
highly positive. 

With every Nintendo Wii console comes a 
free copy of Wii Sports, a collection of demon- 
strations of what the new controller can do in 
the emulation of Tennis, Baseball, Bowling, 
Golf and Boxing. Aside from the possible exer- 
cise component - which is often a complaint 
used against gamers, that they get no exercise - 
these games lend themselves towards multi- 
player, the greatest bonus that the new technol- 
ogy offers. By appeahng to all age groups, it is 
highly likely that parents will be able to use 
these consoles to play with their children, 
spending quality time during a mutually enjoy- 
able activity - all inside the comfort of one's 
home. Furthermore, friends will spend hours 
upon hours on this socially inviting albeit 
addicting form of entertainment. What nega- 
tives could be said about a form of entertain- 
ment that brings both families and friends 
together at a relatively low cost? 



Wii Zapper merged with Wii Remote 
Much has been said about the addictiveness 
of video gaming and how this obsession is 
harmful; rather than trying to fight the draw to 
games, parents and educators should instead 
find a way to harness it, to embrace it. 
Currently, scientists and educators are looking 
for new ways to incorporate games inside the 
classroom because children are drawn to them. 
If educational material was cleverly packaged 
with motion-sensitive gaming controls, expo- 
sure is almost guaranteed; the combination 
would also provide repeated and group interac- 
tion with the material. Once again, parents and 
adults also seem drawn to the concept; if they 
could also take part in the educational game in 
an enjoyable way, the impact on the child would 
increase tremendously. 

As for regular games who stayed tried and 
true long before the Wii or the Playstation 3, 
their experiences will be in no way mitigated or 
forgotten. Motion-sensitive controls should 
immediately conjure thoughts of first-person 
shooters such as Goldeneye or Halo. Further 
excitement should stem from the Zapper, an 
encasement for the Wii remote designed like a 
shotgun; Sony will likely expand its motion- 
sensitive technology similarly. Wii Sports may 
be primitive but the fully-fledged sports titles 
will likely embrace the technology, achieving 
affordable virtual reality for the home as best as 
possible. 

The best feature of motion-sensitive tech- 
nology is its youth; though it has existed before 
in limited capacity, the fact that it is impressive 
to nearly all who witness it, despite such a short 
life-span to date, indicates that the future holds 
vast potential. For those still skeptical about the 
technology, you are strongly encourage to try 
out these features on the Wii or the Playstation 
3 - if you are not amazed, there is an insur- 
mountable number of customers who would 
gladly buy your system instead. - JP 
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For many consumers, the PS3 is a cheaper Blu Ray player Will this help the concept take off? 



High Definition, Low understanding? 

Explaining the difference between HD-DVD and Blu-Ray - more than just prices 

Cable Comparison: ■ 

Composite: 

Carries all video information within one 
signal to your TV set, blending information of 
color and brightness. Because interweaving of 
the information causes information lost and a 
degradation of quality, composite is probably 
the worst way to hook up input to your TV set. 
S-video: 

S-video, also known as separate video is 
transmits an analog output into your TV set in 
the form of two separate streams of informa- 
tion, color and brightness. 
Component: 

This can come in the form of digital or ana- 
log. It goes further than S-video and splits dif- 
ferent signals of Red, Green and Blue (the three 
colors televisions can output) into separate 
channels, cutting back on the degradation of the 
signal when all three pieces of information are 
recombined. This is the best way to watch any- 
thing if you have a standard TV. Make sure that 
your TV is set to progressive scan - this setting 
is not detected automatically by all sets. 
DVI, or Digital Visual Interface: 
A big step from Component, this sends data 
in its rawest uncompressed form. The data from 
a DVI cable is transmitted line by line to your 
television, with multiple separate channels for 
Red, Green, and Blue as well as a signal for 
brightness. DVI also supports HDCP copyright 
protection. ii 

HDMI: 

HDMI (High-Definition Multimedia 
Interface) is a slight upgrade to and is in essence 
providing everything a DVI connector has but 
with the inclusion of audio all within one small 
cable. Like DVI, HDMI supports HDCP copy- 
right protection. 

DVD player. 

Now for those who do not own an HDTV, 
how to get the most out of your video experi- 
ence? One of the easiest and cheapest ways it to 
buy better and different cables. Hooking any 
devices from your television can be done in 
many different ways, here is a run down of the 
types of cables in the market. 

There are two different categories of video 
output to your television, analog and digital. 
Digital being the optimal input for getting the 
best picture quality. 

Of course, to many this quasi-techno jargon 
may seem meaningless and standard definition 
may seem more than adequate. To these 
naysayers, just watch one program in HD and 
see if you can go back. - PT 



Catching up on the latest with technology 
can be a pain sometimes with all the acronyms 
and weird names people give them. In the fol- 
lowing guide, Tech Sense will outline and lay 
out what exactly is high definition content, what 
exactly is HD-DVD or BluRay and why it 
should or shouldn't matter to you. 

BluRay and HD-DVD are two of the new 
disc mediums that have emerged from a format 
war in an attempt to replace the DVD format. 

The DVD was quite a step up from the ana- 
log VHS tapes of the early nineties. DVD was 
the new disc format ushering in a revolution is 
storing and playing back video. Since, then the 
DVD format has become a household name, 
with people building large collections of their 
favorite movies. 

With high definition becoming all the range 
and video getting larger and larger, it is becom- 
ing apparent that the regular DVD is just not 
enough. Thus, the DVD has evolved into two 
different forms, BluRay and HD-DVD. Both 
utilize similar technologies to store information 
on a disc medium. Using a higher frequency 
laser (blue as opposed to red) to burn informa- 
tion onto a disc, HD-DVD, or High Density 
DVD, has the capabilities to hold 15 GB on a 
single layer as opposed to 4.7 GB of your tradi- 
tional DVD. BluRay can hold 25 GB on a sin- 
gle layer. The main physical difference other 
than storage capacities is the protective coating 
that a BluRay disc has to prevent scratches, 
extending the life of a disc but making it more 
expensive to produce. 

The "political" differences are another mat- 
ter altogether. Most entertainment companies 
are on the fence as to which format to support. 
Sony is the main proprietor of the BluRay for- 
mat while Toshiba makes HD-DVD. If HD- 
DVD wins the format war, the effects on Sony 
could be enormous. The newly released 
PlayStation 3 includes a BluRay drive and Sony 
is banking that this is relatively affordable hi- 



definition player ($500 to the often $1000 plus 
cost of other BluRay and HD-DVD players) 
will swing the format war in their favor. Losing 
will result in a massive loss of royalties and per- 
haps even the failure of their new gaming con- 
sole; the X-Box 360 with it's new HD-DVD 
add-on could triumph as a result. 

Nevertheless, before even considering 
choosing a preferred format, you will need 
equipment capable of displaying an HD signal. 
When HDTVs first came out in the early 
nineties, buying one would require something 
tantamount to selling your organs to pay for its 
exorbitant prices as high as a few thousand dol- 
lars. Since then, the prices have dropped consid- 
erably for an HDTV set. Buying an entry level 
set can run you a mere $400. However, even 
this minimal investment is pretty much worth- 
less if you don't have the right equipment to 
output in high definition. So what do you need? 
If you are living on campus and want HD qual- 
ity television, not the crude analog signal that 
comes through the cable that Fordham provides, 
you will need an HD antenna. Since Fordham is 
so close to the Empire State Building, where 
most TV signals transmit from, this will allow 
the reception of all network channels in HD. 

For playing high definition video one also 
needs a high definition video player to play 
either BluRay of HD-DVDs. Though there are 
very few HD-DVD or BluRay players, they do 
exist. The Toshiba HD-XAl, ranges from $600 
to $800; on the contrary, the cheapest BluRay 
player, the PlayStation 3 retails from $500, with 
the next in line the Samsung BD-PIOOO, costing 
anywhere from $700-$ 1000. 

Hooking up these players also requires spe- 
cial cables. HDMI were created to simplify con- 
necting, with all the audio and video interwov- 
en into a single small cable. Without HDMI or 
the slightly more complex component cables, 
the video will down sample back down to 480p, 
essentially making the player an expensive 



10 Tech Sense 



DECEMBER 7, 2006 



Don't read this review on paper 

Sony's new Reader is paving the way for portable, electronic works of literature 



Sony wants you to throw all your books 
away. With computers becoming cheaper and 
smaller, it is easier to augment or change many 
of the ways of life. Still, books been largely left 
out of the fold and remained relatively static. 
Until recently, the biggest advance in books was 
when Johannes Gutenberg created the printing 
press, bringing books to the masses in 1439. 
With the release of the Sony Portable Reader 
System (PRS-500), Sony aims to revolutionize 
books for a second time and emulate what 
Apple has done with digital audio in the form of 
an electronic book reader I can firmly avow 
that, while it may never reach IPod-like success, 
Sony's new product is definitely a great effort 
adding new depth to reading. 

The Sony Reader is a device that has the 
ability to read documents in the form of PDFs, 
word documents(when converted to RTF), 
TXT, display images in the form of JPG, PNG, 
BMP, GIF, a limited amount of news 
feeds(RSS) and Sony's proprietary format, 
BBeB(Broadband eBook). The device also has 
the ability to play music in the form of unpro- 
tected AAC and MP3, though it is suspiciously 
missing is the ability to play ATRAC, Sony's 
proprietary music format. The device has an 
800x600 resolution screen, measuring six inch- 
es diagonally and is less than a half an inch thin; 
the 6.9" X 4.9" reader is about the size of a small 
paperback book. The Reader has a 128 MB of 
internal memory with 92 MB being user acces- 
sible, the Reader can store an average of eighty 
eBooks. If 92 MB is not enough to store your 
collection, you can extend that with either a 
Memory Stick(a max of four GB) or an SD 
card(a max of two GB). Sony, also, touts that 
the Reader has a battery life of 7500 page turns. 

Being an avid traditional book as well as an 
online reader, I was a bit skeptical of what the 
Sony Reader would be. When I first picked up 
the Reader, I thought it was just a demo unit 
with a real piece of paper standing in for its 
monitor However, when I pressed the page turn 
button, my jaw just dropped as the page actual- 
ly changed. It was incredible. The screen was 
very readable. Unlike other traditional LCDs, it 
was composed of something called e Ink, pretty 
ingenious new technology. The screen is actual- 
ly made of miniscule capsules that turn either 
black or white depending on the charge running 
through them. Because of this, the Reader's 
screen only uses energy when a page is turned. 
Essentially you can have the display "on" forev- 
er and never lose an ounce of juice. However, 
this comes at a cost: a slow, but bearable refresh 
rate, taking as long as a second to turn pages. 



Text is crisp and there is very little glare, 
just slightly more than a regular book; reading 
can be painful if the books are not properly for- 
matted for the Reader's screen. If you have let- 
ter size PDFs, you will need to reformat the 
document for the text to be legible or simply 
copy the text into a document editor and save 
the document as an RTF and load it up on the 
Reader If the document permits it, the Reader 
has the ability to change the size of the text up 
to 200 percent it's original size - making docu- 
ments in RTFs and TXTs quite handy. 

I bet now you are thinking, "where am I 
going to get eBooks?" Although the Reader 
comes preloaded with excepts from several 
books, you will probably want to find other, 
complete books that interest you. To accommo- 
date this, Sony has worked with many publish- 
ers to create the Sony Connect eBook store. 
Very reminiscent of iTunes, the store has thou- 
sands of books, though it sadly lacks many 
popular titles, such as the Harry Potter books or 
my recent favorite Kindred by Octavian Butler 
Still, prices are set aggressively and competi- 
tively, usually having a 15 percent mark-down 
of books on Amazon. As an example, Thomas 
Friedman's book. The World is Flat, retails at 
$30, on Amazon the book is $16.50, and on the 
Sony Connect eBook store, the book is $12. 
Still, if you prefer your books to be free, you 
can also load public domain works on the 
Reader from such places as, Gutenberg.org, 
manybooks.net or PlanetPDF.com. As an 
incentive to buy books on the Sony Connect 
eBook store, Sony is offering people who pur- 
chase the Reader before December 31, 2006 a 
$50 gift certificate for the store. Also, since 
books are added frequently to the Sony Connect 
eBook store, the one you want may not be avail- 
able there now, it should be later Purchasing 
books was relatively painless, just search for the 
book you want to buy and click the "buy now" 
button. In my case, my first purchase was 
Phillip K. Dick's The Father-Thing. The read 
was very enjoyable and almost as immersive as 
reading a traditional book with the refresh rate 
limitations not very noticeable. Other purchases 
indlude the 560 page book, A Short History of 
Nearly Everything by Bill Bryson, which would 
have been pretty hefty to carry so I am glad I 
had the Sony Reader to read this on. 

Hearing that the Sony Reader also had the 
ability to read RSS feeds was a plus for me, as 
I am a hardcore RSS subscriber, reading dozens 
and dozens of feeds every single day. Upon 
examination, the Reader does have the ability to 
load RSS feeds, but it was limited to the few 



that were listed in the Sony Connect eBook 
store. Unfortunately, there were only a few of 
the feeds I read and subscribe to, such as, 
Engadget or Kotaku. I hope Sony fixes this 
soon or lets users have the option of adding his 
or her own feeds. In the meantime, there is a 
large community out there that supports the 
Sony Reader and develops various tools to help 
in the conversion of various documents and 
sites, such as the community over at 
MobileRead.com, so if you are having trouble 
converting formats, conducting a quick search 
on Google would yield some helpful links. 

Transfers to The Reader are done through 
USB and Sony Connect software or loaded on 
an SD card or Memory Stick. However, loading 
up music on the Sony Reader directly with the 
USB cable is painfully slow with it's USB 1.1 
interface. Luckily, loading your audio files onto 
an SD card or Memory Stick with a card reader 
is much faster. The two tracks I loaded up. Rage 
Against The Machine's "Bombtrack" and John 
Mayer's "Stop This Train", sounded great. You 
can read at the same time you listen to your 
music or podcasts, but if you are looking for 
something to replace your digital audio player, 
look elsewhere; it seems like this was added in 
simply so Sony could add to its specification 
list. Unfortunately, there is no way to bookmark 
your position within an audio track. 

Since I am also an avid comic book reader, 
reading plenty in digital format every month, I 
was curious about Reader's ability to display 
these kinds of images. While in monochrome, 
the images appear crisp and detailed and view- 
ing JPGs of DC Comics' Justice was amazing. 
The pages from Justice loaded up beautifully, 
taking only slightly longer to render the images 
than normal text. However, viewing Marvel's 
Civil War was another matter There is a point 
right before the image is finished rendering and 
loading when it blurs for a slight second and 
then fully displays on the screen. It seems that 
these pages have been "stuck" on the blur 
phase. Hopefully a fix will be available later. 

Will the Sony Reader revolutionize reading 
for the masses with it's hefty $350? Well not 
exactly, but the Sony Reader is perfect for those 
avid readers such as myself, people with the 
patience to sit down to reformat all their docu- 
ments to a compatible format, and for early 
adopters that have expendable cash to bum. 
With its slow refresh and transfer rates and the 
limited titles on Sony's eBook store the Reader 
is simply not recommendable to all. Still, while 
it has many flaws. The Sony PRS-500 is defi- 
nitely a step in the right direction. - PT 
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Free and Alternative Software 

Tired of Using AIM? Try using one of the many free alternatives without the hassles 



Typically when going to college, most col- 
lege students use some sort of chat client to 
communicate with his or her friends, whether it 
be MSN, Yahoo, AIM, GoogleTalk, or the geek 
centric IRC protocol with mIRC. All of the 
most popular chat clients, AIM, MSN and 
Yahoo come preloaded with ads to subvert costs 
of development - hey, they have to pay their 
bills somehow. However, having advertise- 
ments and trailers play automatically as you are 
catching up with one of your friends can be 
quite intrusive. 



ed to get the full magnificence of what Trillian 
has to offer The Professional version includes 
the ability to add additional themes (GuiStyle 
Olive is my personal favorite) and support for 
tons of plug-ins ranging from html support for 
away messages or a "To Do" list that reminds 
you of that due date for the paper that you have 
been putting off. If you want a full featured 
client or just want something new, give Trillian 
ago. 




This is where Trillian comes into the pic- 
ture. Trillian is a chat client that supports multi- 
ple protocols, so you can manage all of your 
buddies, including those who just don't use 
AIM, all in one list, without all those intrusive 
ads. 

I have been using Trillian Basic 3.1 for the 
past two years and am absolutely in love with it, 
just recently upgrading to Trillian Professional 
3.1. Encompassing a nice and clean interface 
that puts AIM to shame, Trillian also includes 
tabs to manage all your conversations all within 
one window. It also has none of those ads sup- 
plied with AIM, supports multiple protocols, 
and has numerous keyboard shortcuts(for all 
you mouse hating fanatics out there, such as, 
myself). To summarize, Trillian is one of the 
best chat clients out there. 

Although the free version of Trillian, 
Trillian Basic, is only slightly crippled, paying 
$25 for the Professional version is recommend- 




For those Mac users tired of iChat, Adium is 
a great alternative. Like Gaim, Adium is free 
and Open Source and also has a great develop- 
ment community. While not quite as sleek look- 
ing as iChat, Adium blends in nicely with the 
default OS X themes. Mac users can think of 
Adium as the Mac equivalent of Gaim. 

Miranda IM was created with the intention 
of being extremely low profile and, as a result, 
can even be fit onto 1.44" floppy discs. What is 
great about this program is that it can be put 
onto any external drive with no installation 
required; just decompress it's contents, open 
Miranda IM and you are good to go. Miranda 
IM can also be tweaked very easily by someone 
with no computer knowledge at all, theme and 



plug-in support is just a matter of dragging and 
dropping files into a particular folder Since 
Miranda IM is also a child of the GPL, there is 
also a large development community here as 
well. While not quite as nice of an interface as 
Trillian, Gaim has the support for more proto- 
cols than Trillian and has an extensive home 
brew community, since it is licensed under the 
GNU Public License or GPL (meaning the 
source code has to be supplied for it to be 
released) and completely Open Source, mean- 
ing its source code is open to anyone and is free 
to be edited to one's needs. In case you do need 
something that isn't available in Gaim's default 
installation, chances are someone else has to 
and created a plug-in for it. 



meeb 



Meebo is a web interface, like AIM 
Express, with the support for many of the pop- 
ular chat protocols, including AIM, Yahoo, 
GoogleTalk, MSN, ICQ and Jabber Coded in 
DHTML(Dynamic Hypertext Markup 
Language) and using AJAX(Asynchronous 
Javascript and XML), Meebo feels closer to a 
desktop application rather than a web applica- 
tion. Meebo is an interesting piece of software. 
Meebo cuts down on one more application for 
your computer with its ability to access your 
buddy list via a web browser. With all your 
applications becoming "webified" and moving 
toward the internet, Meebo has one up on the 
competition by getting to the web first with a 
quality application and providing a quality chat- 
ting experience that rivals the ones provided by 
the desktop alternatives 

Each month we will highlight different types of 
software that are also free or low price 



Chat Client 


Platform 


Multiprotocol 


Plug-in Support 


Theme-Support 


Cost 


AIM 


All 


No 


No 


Free 


Free (has ads) 


Trillian Basic/Pro 


Windows 


Yes 


No (Pro: Yes) 


Yes 


Free (Pro: $25) 


Gaim 


All 


Yes 


Yes 


Yes 


Free 


Miranda IM 


Windows 


Yes 


Yes 


Yes 


Free 


Adium 


Mac OS X 


Yes 


Yes 


Yes 


Free 


Meebo 


All 


Yes 


No 


No 


Free (via Internet) 
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